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Abstract: Augmenting clothes with sensors and actuators and turning them into smart
clothes, offers new possibilities to mediate the space between users and their
environment. The current COVID pandemic provides an ideal research opportunity,
given that it challenges conventional norms of personal distance. We developed hairs
with LEDs showing six types of dynamic behaviour as a research vehicle and mounted
them onto face masks, commonly used during the pandemic. A qualitative
phenomenological study was conducted with six subjects. The interview data from
their experiences is analysed using the ‘framework of context’ from environmental
psychology. We uncover three modes by which smart clothes can influence the userenvironment context: to increase the perception of the body; to alter the perception
of space; or as a medium to communicate with our environment. These findings are
interpreted to discuss new opportunities for the design of smart clothing that play an
active role in mediating the user-environment context.
Keywords: smart clothing; social distance; embodied interaction; phenomenology

1. Introduction
Clothes create a personal space through a protective layer between users and their environment. They allow the wearers to influence their social environment, as has been extensively
described in social psychology (Gurney, 2016; Shao, 2004; Morris, 1996) addressing their
ability to alter the perception and reaction of others, by creating favourable impressions
(Hajo, 2012). However, clothing also influences the person wearing it. Examples of this are
the deindividuating effect, shown by the reduction of personal responsibility when wearing a
hood or cape (Johnson, 1979); the colour of our clothing which influences mood (Frank,
1988); or the increase in vulnerability when wearing clothes that reveal our body (Frederickson, 1998). With the integration of sensors and actuators, more possibilities arise for clothing to react to external events, such as clothing as a display (Quinn, 2010; Seymour, 2008), to
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challenge aesthetic norms (Seymour, 2019), to improve physicality (Scataglini, 2015, 2020)
or to support health (Chen, 2016).
Whilst clothes become interactive, interaction becomes embodied. Inspired by the phenomenological philosopher Merleau Ponty, Dourish (2001) acknowledged the importance of engaging with the world by manipulating and sharing meaning with interactive artifacts. His
view of interactive embodiment is reflected by Wright, Wallace and McCarthy (2008), who
developed a framework for aesthetic experience which raises awareness in interaction design for holistic experience, engagement and a relational approach between user, objects
and setting. Further considerations for the design qualities of aesthetic experiences can be
found in ‘expressivity in interaction’ (Bruns, Ossevoort and Graves Petersen, 2021).
Despite these developments, many smart clothes, lack a phenomenological perspective in
their design. For smart clothes in particular, the theory of embodied cognition plays a key
role (Gibson 1966, Kirsh 2013). Once absorbed in our body schema, smart clothes change
the way in which we perceive our environment and may thereby act as a mediator of our
perception. However, the theory of embodied cognition does not explain the role of the
object in the changing relationship we have with our environment. Therefore, we use the
‘framework of context’ from the interdisciplinary field of environmental psychology
presented by Wapner and Demick (2002). In this framework, context implies the specific
situation (overt and covert events and processes) in which the individual finds himself or
herself. This situation is analysed in a structural (whether the parts are related) and dynamic
way (the mechanism in which the structure is achieved). The framework describes the
context as the variations in the aspects of person and environment as well as the mechanisms between them.
We designed and developed a smart hair prototype as a research vehicle to explore the role
of smart clothing from a phenomenological perspective. In clusters, these hairs can be
equipped with the necessary sensors or actuators to form a wearable layer to provide the
user with increased awareness, perception, or expression. The current COVID pandemic,
which challenges conventional norms of personal distance, offers a unique situation to investigate spatial behaviour. We mounted a cluster of animated hairs on face masks which
were worn by various users during an event. Afterwards, we analysed the person-environment experiences obtained from semi-structured interviews through the ‘framework of
context’ (Wapner and Demick, 2000). From our investigation we identify three roles to support the design of future smart clothes: to increase the perception of the body; to alter the
perception of space; or as a medium to communicate with our environment. We
demonstrate how the ‘framework of context’ can be useful to analyse the role of smart
clothing to mediate the relationship between users and their environment.
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2. Related work
2.1 Existing roles of smart clothing
Smart clothes can anticipate to external events, coming from the wearer, the environment
or both. Smart clothes that react to the wearer can be divided into passive responsive clothing and active responsive clothing. Passive responsive smart clothes give feedback about the
emotional or physical state of the user. ‘Synapse Dress’ for example translates bio signals
into light patterns to create a mirror of the mind (Wipprecht, 2014). Active responsive smart
clothes, such as ‘Holy Dress’, which lights up and delivers an electric shock whenever the
user lies (Coleman, 2016), give feedback to the intentions of the user. Users can wear this
dress to convey their commitment to being the best version of themselves. Smart clothes
that sense the environment are closely related to human augmenting devices (Kenyon,
2011), with the difference that a single piece of clothing can improve either sensory, cognitive, or motor abilities of the person wearing it. Relevant examples are the ‘Soundshirt’,
which turns soundscapes into haptic sensations (Cutecircuit, 2016) or the ‘Puddle jumper’, a
coat which lights up when raindrops hit its surface Co, 2014). Smart clothes which actively
mediate between wearers and their environment are less common. The ‘Spider Dress’
(Wipprecht, 2015), for example, is a dress that measures social distance and mechanically
defends the user’s space when a person comes too close. Both sensors and actuators can be
influenced by the user and their environment. However, most augmented wearable devices,
such as Google glasses, SpiderSense (Mateevitsi, 2013) or ActiveBelt (Tsukada, 2004), lack
full mediation. The person wearing such devices obtains additional information about the
perceived environment, but the information is not reciprocal and therefore remains a
one-sided approach and could cause privacy concerns (Roesner, 2014).

2.2 Mediating personal space
Steve Mann (1996) argued that smart clothing has the potential to provide a very intimate
form of interaction with the wearer, as it exists within the wearer’s personal space. In
general, the space between the wearer and environment can be divided in four comfort
zones which relate to different social interactions: intimate distance (0–18 in.), personal
distance (1.5 ft.– 4 ft.), social distance (4 ft.–12 ft.), and public distance (12 ft.– 25 ft.) (Hall,
1959, 1966). Clothing is generally worn within intimate distance but may reach as far as
personal distance. At intimate distance, clothing relates to comfort, at personal distance,
clothing could become a visible layer that changes the perception of the wearer.
During the current COVID pandemic, the necessity to maintain social distance1, thereby
avoiding contamination, has become common practice. Personal and intimate distance are
challenged, and regulations recommend the use of face masks, whenever social distancing is
not possible (WHO, 2021). Commonly, face masks are developed from an efficiency point of

Although various public instances have promoted the term ‘physical distancing’ (WHO, 2020) we will employ the term
‘social distancing’ which originates from proxemics (Harrison, 2007)
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view, providing effectiveness (standardisation and approval) at reduced costs, without considering the social limitations of wearing a facemask. Recent initiatives have challenged
these social limitations by creating smart face masks which allow the user to personalise the
appearance, to express mood or to increase the aesthetics (Kumazaki, 2019; Lumencouture,
2021; Jabbermask, 2021; Genç, 2020). Nevertheless, we consider face masks as an ideal research vehicle to investigate how interactivity embedded into these wearables can change
perception from a first-person perspective.

3. Prototypes
3.1 Smart hair prototype
Inspired by the antennae of insects which sense a variety of stimuli, we chose to develop
single hairs that can be equipped with different sensors and actuators. After exploring different diameters and materials, we were able to position an LED and a pair of twisted 0.01mm
lacquered copper wires at the end of a 40-45 cm long hair. Each hair is made of 0.2mm
diameter stainless steel wire (UNS S41000), heat treated to straighten and hardened to
stand out whilst reducing the chance to break or bend (Figure 1 left). The hairs are modular
and contain a round PCB (8mm in diameter) at the base which can be sewn or snapped onto
the fabric (Figure 1 right).

Figure 1. Heat treating the wire (left) and the hairs, assembled and ready to be mounted onto a piece
of fabric (right).

For this study, we created hairs equipped with two LEDs, one soldered at the very end, and
one at two thirds from the base. The PCB is designed to fit a 4mm snap stud at the back. It
contains two single memory chips (SR Latches) and a delay circuit, which enables each LED
to be controlled individually. The LEDs are controlled with a two-wire protocol which
reduces the number of wires to connect the boards to four (CLK, DAT, +5 and GND), see
Figure 2. Once daisy-chained and connected to a microcontroller, the hairs are programmed
to show different patterns and movements.
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Figure 2. The PCB layout (left) and multiple PCB’s daisy-chained to be controlled with a Microchip
(right).

3.2 Face mask prototype
The face mask prototypes are made of two fabric layers, a light polyester voile and a
polyester warp knit and are lined with a disposable medical grade face mask. We made two
versions, one with the hairs attached with snaps to the outside (Figure 3) and one with the
PCBs stitched onto the inside of the top layer (Figure 4). The version with the snaps has the
advantage that the electronics can be used several times with different masks. For the study
we made twelve masks in two sizes to ensure a good fit. The microcontroller and a small
battery, are placed in a separate module which is connected through a small wire via the
back of the mask. This module can be worn in a pocket or pinned to a piece of clothing, so
the weight of the mask is not noticeably more than an ordinary face mask.

Figure 3. Producing the prototypes (left) and the assembled versions with the metal snaps (right).
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Figure 4 The clean version of the prototype with the circuit boards on the inside.

The face masks contain 13 hairs with two LEDs each, prominently placed in the peripheral
view of the subject wearing the mask (figure 4). Despite their placement, the hairs do not
obstruct the vision since the wires are only 0.02mm in diameter. The LEDs are programmed
in six movements, of which three are opposite movements. The first movement is ‘quiet’,
with a single light dot floating in space, its opposite is ‘nervous’, in which six light dots move
in arbitrary directions at different velocities. The second movement is ‘focus’ in which two
light dots circulate at the centre, its opposite is ‘width’ in which two light dots move quietly
at the hairs placed at the far left and right. The third movement is ‘synchronous’ in which
two dots follow each other, its opposite is ‘random’, in which two light dots move in arbitrary directions. The movements are played in random 30 to 180 second sequences, to avoid
any perceived intention in the design.

4. Study
To uncover the role of smart clothing as a mediator of personal space, we asked six volunteers to wear the animated face mask prototypes for at least one hour. To ensure a first-person perspective, a qualitative phenomenological approach was employed to collect the data.
The study is contextualised in embodied interaction in which not only the physical
embodiment, but also the phenomenological point of view is required. Therefore, action, interaction, and knowledge are considered as embodied in a situated human actor (Harrison,
2007; Gibson, 1966).
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4.1 Setting
We conducted our investigation during a workshop event which was part of the Future
Forum Lucerne (FFL, 2020). During this one-day event, all participants attended different,
unrelated workshops to develop a project or a business case (figure 5). We particularly chose
this event to reduce observer bias, since everyone was involved in workshops and obliged to
wear a facemask. Six volunteers were recruited on the spot to wear an animated face mask
whilst taking part in their work-related group activities. Because we only had one set of
animated hairs that we could mount on several masks, we could process no more than six
subjects during the event. The volunteers were not related or acquainted with each other.
They had diverse professional backgrounds, ranging from an engineer, an art historian to a
business manager or a caregiver. As a volunteer, they had neither prior knowledge of this
project nor were they working in the field of interaction design.

Figure 5. One of the subjects whilst involved in work related activities.

4.2 Method
The subjects were asked to wear the face mask without any description of the (possible)
functionality of the object or the goal of the study. Since the primary function of the face
masks remained unchanged, the subjects could enjoy living the experience open to their
individual interpretations. Their experiences were recorded in semi-structured interviews
afterwards. Inspired by micro-phenomenological interviews (Prpa, 2020; Butterfield, 2005),
the focus of the interview was laid on singular experiences. Although this approach shows
some similarities to the ‘explicitation interview’, described by Petitmengin (2019), there are
important differences:
• As we were confined to the duration of a working day to test the facemasks in
a comparable condition, the interviews were not a thorough as micro-phenomenological interviews. The interviews were based on an iterative structure to
evoke the experience; but they did not continue to guide the attention of the
subjects towards a progressively finer synchronic and diachronic mesh;
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• To validate the use of the framework of context for smart clothing, we decided
to collect experiences rather than the mechanics of the experiences, which is
common in a micro-phenomenological interview. We used a
phenomenologically informed perspective as described by Dourish (2001), in
which an experience can be used to investigate embodied interaction with
technology.
What makes our approach unique, is that both the object and the interview remain open.
The subjects create the meaning, and ultimately own the experience, from their interaction
with the facemask. By collecting these interpretations, we can draw a landscape of experiences which we can probe against the framework of context.

4.3 Course of research
The subjects were briefed 15 minutes before participating in their workshops through a letter expressing the time and openness of the experiment. Four subjects were actively involved in a workshop whilst wearing the mask, one subject was part of a discussion panel
and one lead a workshop. They were asked to wear the mask for the duration of the
workshop or the equivalent of 60 minutes and attend to a semi-structured interview. The interviews took 20 minutes and were conducted directly after the experience. The duration of
the workshops and the breaks did not allow to spend more than 20 minutes with the subjects. However, the work-related setting provided an ideal opportunity to uncover the perceived roles of the smart face mask from a first-person perspective. Each interview started
with the question: “What did you experience?”, followed by questions that further explored
their experiences, such as: “How did it make you feel?”, “Can you describe the feeling?” or
“How did you react?”. Like micro-phenomenological interviews, we asked questions, not
related to the functionality of the mask, and tried to unfold and refine the individual
experiences (Petitmengin, 2019). The transcript of the interviews can be found in Appendix
A.

5. Results
We analysed the person-environment relationship through a ‘framework of context’ as
described by Wapner and Demick (2000), in which ‘context’ is used to describe a situation in
which the person and their environment form a relationship. Here, both players demonstrate variations which can be assessed differently. For a person, the physical (e.g. health
conditions, comfort, or stance), psychological (e.g. anxiety, mood, or stress) or sociocultural
(e.g. role, position or status) aspects may differ. For the environment, the physical aspects
(e.g. built environment), interpersonal environment (e.g. crowding) or the sociocultural
environment (e.g. laws and regulations) may change (Wapner and Demick, 2002).
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5.1 Variations of personal level
The changes in physical conditions can be related to reduced comfort caused by the difficulty
in breathing or limitations of the senses of smell or sight. Since the face masks did not differ
much from a standard medical grade face mask, the relative changes of physical conditions
were small, however not inconsequential. Subjects S2 and S3 noticed the increased comfort
of the additional extra layers of material. Another issue we did not anticipate, was the positive change of the lights on the bodily condition as felt by subject S1 (“Every movement I
make is increasingly visible.”), S5 (“It is an extension of your senses and you can influence
something like you can influence your arm.”) and S6 (When I moved, something moved with
me, like wearing earrings. You do a movement, and something is coming with you, supports
you, is not against you somehow.”) The movements of the lights placed at extremities amplified the movements of the subjects, which created a higher awareness of their own movements and a feeling of being physically supported.
The changes in psychological conditions are due to the user test itself and the work-related
task the subjects had to perform (beyond the user test). Wearing a face mask and participating in workshops both influence psychological conditions. We noticed that Subject S3 and S5
were more anxious to wear the animated face mask. S3 found comfort in separating herself
from the object thereby regarding the reactions of her colleagues as direct reactions to the
movements of the lights (“I noticed that some colleagues were distracted, but it wasn’t me,
myself.”). Subject S5 was able to find comfort in the movements of the lights which allowed
him to frame the events from a distant perspective (“The lights gave me the feeling of
rescoring a movie without knowing… how the soundtrack might be”). To subject S4, the face
mask had a strong impact on his personality. It made him feel like an insect with a signalling
function to other subjects of the workshop (“I feel like an insect, a dragonfly, its shines
beautiful... they drew a look on me but always briefly. Maybe they have seen something or
recognised something in it”). The changes in sociocultural conditions can refer to the change
of self-perception wearing aesthetic decoration or the role the subject had to perform within
their work-related activities. Subjects S1, S2, S3, and S4 were participants in workshops,
subjects S5 and S6 had a leading or more prominent role. We noticed that subject S5 and S6
regarded the smart face mask as an opportunity to draw attention to themselves. Subject S6
saw the face mask as an interactive possibility to alter her appearance (“…it is also something very decorative. It is like the things they do on Snapchat in real life.”). Much like pieces
of clothing, subject S2, S5 and S6 saw the face mask as object of adornment. Subject S2 even
saw it as a way of empowerment, making others less secure (“Others were distracted when I
stuck a post-it note. They have to allow me, looking, they are probably insecure”).

5.2 Variations of environmental level
The changes in physical aspects are linked to the variety of workspaces. Although the face
masks had no direct impact on the built environment, they had an indirect effect on the perception of the environment of the subjects and could be best described as an interactive
layer. Subject S1 felt surrounded by a starry sky (“It feels like a starry sky in my environment,
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a pleasant distraction”), subject S5 aligned the lights with the physical environment to create
playful circumstances (“I played with the mask and tried to draw lines”) and subject S2 was
at times pleasantly distracted noticing things in her environment she would normally not pay
attention to.
The changes in interpersonal environment are due to the role subjects had in the workshops
and the fact that they were the only people wearing an animated face mask. Subject S2 and
S3 tried to find logic in the light movements and felt dependent on the reactions of their colleagues, as they could not see the entire light movements themselves, subjects S4 and S6
just enjoyed drawing attention.
The changes in sociocultural environment are linked to the obligation to wear face masks
during the workshops, to stay home when not feeling well and to keep at least 1.5m distance when not wearing a face mask outside the built environment. Subject S4 (“The wires
were like whiskers of a cat. The mask works as a protection”), S5 (“It provided me with security with distancing”), and S6 (“I tend to let people close to me, I feel close to them, so it was
nice to be aware of keeping distance”) noticed that hairs stimulated the awareness of keeping distance.

6. Three roles for smart clothing
Arranging the results according to the ‘framework of context’, provides a good insight of
how the masks were perceived in different relational aspects. We selected the results that
could be directly addressed to the changes in perception from the first-person experience,
such as “it felt like”, “it provided me with”, or “I noticed”. By clustering the results based on
their relation and perception, three distinguishable roles emerged.

6.1 Increase of self-perception
We did not expect that the movement of the LEDs, mounted on extremities, had impact on
the awareness of bodily movements. In addition, the synchronised movements of the lights
were felt as a friendly support to bodily movements. The subjects’ experience suggest that
smart clothing has the potential to increase self-perception and help people to train posture
and improve hand-eye coordination.

6.2 Alter the perception of space
Subjects who wore the animated face mask perceived their environment through a protective layer of lights. This layer provides a distant perspective which allows a person wearing
the face mask to become less involved. Sudden movements of the lights would bring them
back to reality. Several subjects used the perceived layer of animated lights to positively influence their mood or alter the perception of their personality. The subjects’ experience suggests that smart clothing can provide a space in which they separate themselves from their
environment.
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6.3 Provide an intermediary role
The animated face mask played an important role in the communication between the
subjects and possible bystanders. There was a general expectation that the LEDs react to
bystanders, however none of the people wearing the face mask was able to verify. The
subjects’ experience suggests that smart clothing could provide a mediating layer, that
would support them in their activities.

7. Discussion
Smart clothing could greatly benefit from the HCI/UxD frameworks based on the
phenomenological principles to ensure a holistic experience, engagement, and a relational
approach (Dourish 2001, Wright, Wallace and McCarthy 2008). However, when it comes to
the complex relationship of wearables between the wearer and society, new guidelines for
design are necessary. For smart clothes which actively mediate between wearers and their
environment, the ‘framework of context’ (Wapner and Demick 2002) proved to be a useful
method to describe the plurality of dynamic relationships of smart clothing.

7.1 Opportunities for the design of smart clothing
Although face masks are strictly spoken not a piece of clothing but protective equipment,
there are many similarities to the cultural significance of clothing. The animated face masks
were regarded as an object of adoration that could draw attention or alter the appearance
of the person wearing it. It empowers the users, making them more comfortable and secure.
Our study identified three distinguishable roles for the animated face masks, which can be
transferred to the design of future smart clothing.
Smart clothing can increase the perception of the body: Additional auditive, visual or haptic
feedback through smart wearables, can increase our self-awareness. Existing examples of
smart clothes support posture and movement in sport, dance, and yoga. We believe smart
clothing can also be beneficial to support our action in the environment which relates to our
presence in the world.
Smart clothing can alter the perception of space: To change our perception, clothes could
either change our sensorial awareness or movement within space. Whilst regular clothing
can have a permanent effect, such as hoodies which allow hiding or high heels which
influence the way we walk, smart clothing can act differently according to specific circumstances.
Smart clothing can be a mediator: Whilst existing clothing rarely provides the wearer with
information, smart clothing can support them in their task, train them or give advice. In the
role of a mediator, smart clothing should act between the user and the environment. A piece
of smart clothing could both relax the user and be cautious to its environment at the same
time.
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7.2 Phenomenology
Following the phenomenological inquiry, the perceptual experiences of the subjects can only
be functions of their body. As stated by Merleau Ponty (2013), the horizons of perceptual
experience cannot be separated from the body in which it is realised. He refers to the space
of abiding perceptual possibilities as the body schema (schéma corporel). According to
Merleau Ponty, a tool may become incorporated into a person’s body schema thereby
expanding the perceptual and motor potentiality.
One can question whether the facemasks are perceived as part of the body or an external
event. This can be directly linked with the animation of the hairs. In situations where the
hairs showed an independent or unexplainable movement, the subjects were prone to see
the lights as an external object. In situations where the lights reacted like a person would
react, they became part of their personal experience. This observation is in line with the
theory of Merleau Ponty (2013), who argues that there is no sharp division between what is
internal and what is external to us. The hairs are both proprioceptive and exteroceptive,
depending on their behaviour.
Here we see new possibilities for smart clothing and wearables. Through their behaviour
they may become part of the wearers body schema, an insight which may help designers to
increase the acceptance rate of smart clothing or even artificial limbs. Further research is
necessary to understand which type of behaviour is most effective.

7.3 Limitations
This research is considered an exploration of the role of smart clothing to mediate personal
space. The study over a short period of time and the particularity of the face mask does not
represent a full daily experience of what smart clothes could offer. The novelty effects will
wear off and the aesthetics of the piece of clothing plays an important role. Furthermore,
the study was conducted in a specific workplace setting. We consider the use of smart hairs
on clothing in different settings with a specific goal in mind. The smart hairs could be used as
a tool to increase people’s awareness of their surroundings, as a warning to dangerous
situations or to intensify the feeling of being present.

8. Conclusion
With the possibility to enhance clothing with sensors and actuators, new opportunities arise.
Smart clothing can be interactive, either by reacting to the user, their environment or both.
Smart clothing can play an important role in mediating the space between the user and their
environment whilst respecting privacy.
We have identified three important roles that smart clothes could provide their users, an increase of self-perception, an alteration of perception of space, and a way to provide communication between the users and their environment. By addressing these roles, designers can
develop smart clothing which improve the users’ awareness and presence in their environment.
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The proposed framework of context (Wapner and Demick, 2000, 2002) can be used to
consider all possible relationships between people and their environment.
Our vision is to create smart clothing that can mediate these relationships. By employing the
space close to the user, smart clothing can act like a haptic or tangible augmented device,
allowing the users to be more intensively connected with their surroundings. By using this
framework, we would like to welcome designers to create smart clothing which support the
variety of relationships that exist when wearing smart clothing in public spaces.
Our study supported an understanding of the perceived functionality of the face mask,
which can be used to further develop the smart hairs to support these changing conditions.
However, more importantly, and in line with the research goal, the results expose new
opportunities for smart clothes as a mediator between users and their environment.
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APPENDIX A
Below the transcripts of the interviews to illustrate the type of questions we asked. Each
question was aimed at revealing feelings without adding any expectations. As a result, each
question links to what has been said before and slightly differs from one to the other participant. The original transcript was in German and has been translated into English. The interviews lasted for a maximum of 20 minutes of which only the core questions that revealed
the actual emotions whilst wearing the mask have been included below. Each interview
started with the same open question: "What did you experience?”

Subject 1:
What did you experience?
“The mask had a fresh smell. Wearing it expanded my senses, each movement I made, was
visible in an amplified way. It felt like a starry sky in my surrounding, a pleasurable distraction. I had the feeling that the others reacted to my movements. In comparison to normal
circumstances, more people spoke to me. The distance to others felt very secure. "
How did the mask influence your perception?
“I only noticed the radical changes in movement. Such as when one dot lights. When that
happened, the mask gave me a clear focus. Otherwise, I could not analyse the movements of
the mask. I totally accepted any movement.”
How did the distance of the lights affect you?
“I couldn’t see any changes in distance. What caught my attention, was the formation of a
starry sky, it was very pleasant. In the beginning the movements were rather nervous, however over time it had a calming and satisfying effect on me. I can see it as an influential decorative piece between me and my surroundings. “

Subject 2:
What did you experience?
“Questions such as, the lights, why do they flash now, am I able to move my head up or forwards – I tried to find a rationale behind the movements but couldn’t find any. May I should
have spent more time. Although, at times a distraction, the mask felt good, comfortable.
Others were more distracted when I added a sticky note in front of my group. They must
deal with the spectacle, maybe they are insecure. “
In what way did you feel different?
“I noticed when the others spoke to me or when they appeared to be distracted. I wasn’t
distracted in the slightest way. I was taken by the idea… made my own masks, then was inspired to do something with light, because I find these lights very attractive. Especially when
it would be dark. “
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Could you describe this feeling?
“Such as, attracting the attention because I’m the only one who wears it…wouldn’t others
want such? People who do not want to draw attention probably would not like to wear the
mask, however there are plenty people who feel otherwise.”
How did the mask affect your behaviour?
“I kept more distance. Me and the others, that was a good start.”
“I was calm, the mask wasn’t any burden to me neither did it make me feel uneasy. I wasn’t
distracted, in my own world, perhaps other people would react very differently. I was my
normal self, caught in my own activities.”

Subject 3:
What did you experience?
“In the beginning it feels very odd, in a funny way. Crazy to walk around with a mask that
flashes. I found the mask very comfortable to wear, I was better able to breathe in comparison to a standard facemask. However, personally, I didn’t notice any significant changes.
These flashes around my eyes.”
In what way did you feel different?
“I felt the same as always, I didn’t notice any differences.”
And what about your environment?
“People behaved in a slight funny way. I did get noticed more often. I pull in the attention of
others because it flashes. “
How did the others react?
“Many people asked what it was. However, I was just as unaware as them. I just volunteered
for the experience. I don’t know the intention. I have no clue about what you want to test, I
assume it something psychologically. Does someone dare to wear this mask, how would it
change my look. When someone approaches me, maybe it starts to itch or the hairs will
change position, however that is something our body also does. No, I have no idea and
didn’t let my ignorance distract or influence the way I felt. I’m someone who can concentrate very well, no matter what. “
What about your body, how did you feel?
“I can’t say that I felt different. Should I?”
How did the distance of the lights affect you?
“Maybe they were too close to my face to notice changes. It made it easier to get into contact with others… because one is different. For the others the mask provides a whole new
way to see me, may you should ask them. “
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Subject 4:
What did you experience?
“It was a spectacle, magnificent, positive. People came up to me with amusing questions,
what it is, what it would do. We have laughed”
How did you react?
“I told them I couldn’t say it. I felt like an animal, an insect, like a dragonfly, it lights up magically with a diversity, continuously changing, as if it has a signalling function. It would draw
attention to me. Glimpses from colleagues, always very short. Maybe they saw something or
recognised the movements. In the beginning, it was a distraction, my concentration diminished, in a way that I concentrated on the facemask. Later, I only noticed at times. I felt very
secure, in no way exhibited as if I had changed due to the mask.”
How did the distance of the lights affect you?
“Not much, I did not pay attention to their distance whilst wearing the mask, I was able to
ignore it, just as much as one does not notice their own nose. My eyes would erase…”
Did it influence the way you perceive your body?
“Not actively, I didn’t pay attention..
The wires did give me the feeling of having antennae. Whiskers of a cat. The mask works like
a protection. See and being seen.”

Subject 5:
What did you experience?
“I felt very emotional and did not think about the technicalities of the mask. It would be
even better if there was no battery attached to a small cable. Since we had to wear masks, I
coudl easily accept wearing this mask. Generally, I do not like to wear a mask… found the experiment interesting. “
In what way?
“I played with the mask, tried to draw lines. I wonder if… does it influence the way it behaves? I played with it in such a way, at times it worked. As if you play a new movie, without
knowing how the... soundtrack would be. At times emotional, it limits your view.”
How did the facemask support you?
“One questions what other people would think. And if they would consider it cool… because
they all wear masks. The curiosity is there. I tried to wear it in a regular way. Normally I
would walk around like this. I must convince myself that the added value is not related to my
actual body, that allows me to hide myself. I could wear impressive clothing but would also
wear a hat to hide. I did wear sunglasses during a video conference. That (the mask) would
be super cool for a video conference, although one doesn’t need a mask in such a situation.
If the lights were part of a headpiece, that would be fantastic.”
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How would you feel then?
“It is an extension of my senses, and I could be of influence, just like the way I can control
my arm. It is not practical, I see it as an ornament, but it would make me proud, I would feel
good.”
How did the distance of the lights affect you?
“I noticed that the distance changes, partly calming and satisfying and partly, when further
away, it was hectic or uneasy. Close by it was less disturbing as far away. It gave me an assurance of distance.”

Subject 6:
What did you experience?
“What it did to me, I really noticed…that this space between me and the persons I spoke
with changed. There was a different kind of consciousness about the distance, not just the
distance also about for the sake of the little glitters, what is happening, because it is also
something very decorative. It is like the things they do on Snapchat in real life. So, it had
something slightly romantic about it but it was also nice to feel how far away people were. I
tend to let people close to me, I feel close to them, so it was nice to be aware of keeping distance.
It would have been a lot different if I would have worn the mask in front of an audience, did
I? It would be like a makeup, a different kind of attention. Optimized. “
How did the different movements affect you?
“I noticed very much, I have a glitter in my eye when I’m stressed, so I liked the lights more
in a particular position. I was a bit said whenever they stopped.
I really liked it. The longer ones sloped down. When I moved something moved with me, like
wearing earrings. You do a movement, and something is coming with you, supports you, it is
not against you somehow. That is a friendly thing. “
Any general thoughts or feelings?
“I would have liked it a lot more when the light would have been warmer, not so blue. I had
the feeling the mask was a little bit too small. Could it behave differently like a Snapchat image? It relaxed me a little bit because it was cheerful.”
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